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By complete accident, this issue 
has turned into one dedicated to 
the genres which at one time or 
another have been written off as 
a dying breed. We've got racing 
games, city management sims and perhaps the 
biggest missing taste from yesteryear, mech combat. 


Over C 


Hawken 


Need for Speed: 


War of the Roses Most Wanted 


Hero Academy 


Dark Souls 
Prepare to Die 
Edition 
On PC these tastes are living on, thanks to the 
ubiquitous nature of our platform. Take Hawken, a 
game which has shown the world that there are 
millions of gamers out there who still hanker for 
hardcore robot-on-robot action. That's what we 
adore about this fantastic platform, as no matter 
how obtuse a gamer’s passion may be, the likelihood 
is they'll find something out there which can satisfy 
them, or better yet find something to pique their 
interest that they never knew about themselves. 
SimCity is great example of that, a connected yet 
complex experience which would be impossible on 
any other platform. We never knew we had any 
ambitions to be the best major in all the land, but 
now we certainly do. 
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STRIKE FIRST ON DAY 1 
U.S. NAVY SEAL SNIPER 


* PRE-ORDER FOR A 40-HOUR TACTICAL HEADSTART 


as ——-/ 
FROSTBITE2 (DANGER CLOSE) 
Except as expressly credited, no national armed forces, military units or weapon or vehicle manufacturer is affiliated with or has Sponsored or endorsed this game. re. j 7 =. Yr PlayStation. 9s . XBOX PC ss 
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PUB: UBISOFT 
DEV: UBISOFT SHANGHAI! 


to last year and you'll to pass, as against all odds /Am 

remember the Creative Alive is actually coming to PC 
Director of |Am Alive, Stanislas with improved visuals, an easy 
Mettra stating in no uncertain difficulty mode and the ability to 
terms that our open platform replay campaign chapters to save 
would never see the survival all those luckless survivors you 
horror game be released due to might have missed during your 
a lack of demand and ‘piracy’. first play-through. Review next 
Well, for Ubisoft’s sake we hope month, hopefully. 
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Trion Worlds, Inc. in the U.S. and other countries. All other trademarks and logos belong to their respective owners. 
All rights reserved. 


PCGZine Newser: 


wh, 


6) 
HD 


NEW AND RETURNING PLAYERS! 


RIFTGAME.COM/EN/LITE 


LEVELS 1-20 
NO CREDIT CARD REQUIRED 
NO TIME LIMIT 


¢ = » FS (Sz Bpoomerzines 


<<. 


AWW INE IN 
INTERVIEW 


1 


Jon Kreuzer is what we'd call a 


He began his career creating 
freeware games, including the 


Blitz Chess. From there he 
worked for Offset Software, 


gameplay and implementing 
physics design before he decided : 
to be his own task master and Hawken's fast-paced mech 


co-founded Adhesive Games : : 
Robes ere Guinean combat tapped into a demand update on how development is 
Technical Director. that many developers didn'teven coming along... 
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The mech shooter finally makes its triumphant return 


ome games have you waiting know still existed, and now they're 
§": bated breath to be reaping the rewards with a free-to- 

announced, whereas others —_ play multiplayer game in the works, 
emerge from the leftfield to smack —_ as well as a comicbook, web mini- 
you straight in the face with their series and even a feature film, too. 
MU cnr Mescem § surprising brilliance. That was where It's fair to say that it has all 
we found ourselves last year, when — happened very quickly for the small 
successful chess game, Slow Hawken footage first hit the popular ‘indie’ studio from Los Angeles, but 
social news platform Reddit, where — they seem to be taking it in their 
debugging, rendering, tweaking early gameplay footage clocked up _ stride. We caught up with Technical 
a million views in a matter of hours. Director and Adhesive Games 
co-founder Joe Kreuzer to get an 


IT’S ALWAYS A GOOD 
FEELING TO SHOW PEOPLE 
SOMETHING YOU’VE BEEN 
WORKING ON AND HAVE 
MORE POSITIVE RESPONSE 
THAN YOU EVER IMAGINED 
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Interest in Hawken jumped 
massively last year when 
gameplay footage first hit 
Reddit. How important was 
that interest spike in the 
game’s development? 

It's always a good feeling to show 
people something you've been 
working on for nine months and 
having more positive response than 
you ever imagined. At first it actually 
slowed down development a bit 

as we met with a large number of 
different companies andinterested > 
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THERE ARE STILL 
PLENTY OF MECH 
GAME FANS OUT THERE 


FOR EVERYONE THAT 
WANTS MORE OF 
HAWKEN, IT’S THERE 
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parties, but it brought us the 
opportunity to expand later and 
make Hawken much bigger and 
more detailed than we originally 
planned it to be. 


Hawken is more than justa 
game now with the promise 

of a web series, comic and 
movie based on the supporting 
universe all coming soon. How 
did all those partnerships come 
about, and what would you say 
to those people who just think 
that activity is an extension of 
advertising for the game? 
People started contacting us soon 
after we released our first videos 

on YouTube. Khang Le and Mark 
Long are the ones managing that 
side, so | don't know the details of 


how they all came about. While 
part of the idea is to introduce the 
Hawken world to new people, all 
the additional media will be high- 
quality products that will stand on 
their own. The goal is to entertain 
across all screens with solid projects. 
Yes, they can drive back to the 
game but there will be a complete 
story in each portion of transmedia. 


Do you think that every new 
franchise needs to establish 
itself utilising a cross-media 
approach like this? 

No, | don't think that is required. 
That doesn’t mean it isn’t a good 
idea, though. For everyone that 
wants more of the Hawken world, 
it's there and the other media will 
bring new players to Hawken. 


Hawken for the moment is a 
multiplayer-only experience, 


but would you ever think 
about adding a single-player 
campaign to the game in 

the future? Interest in the 
surrounding fiction seems 
extraordinarily high. 

We would definitely consider a 
single-player game. To do a single- 
player campaign well however 
can be incredibly expensive. 
Hawken was always planned as a 
multiplayer-only game and right 
now we are still finishing it up, then 
we can evaluate if a single-player 
campaign makes sense. 


In 2012 mech combat games 
are experiencing somewhat 

of a resurgence with not only 
Hawken but also MechWarrior 
Online set for release. Why do 
you think these types of games 
went away? 

I'm not really sure why they went 


away, or at least became less 
prominent. There are still plenty 
of mech game fans out there, 
and | hope they'll support us. 


Hawken’s combat is 
blisteringly fast-paced. Will 
the game utilise dedicated 
servers in order to ensure a 
player that is hosting doesn’t 
have an advantage? 

Hawken will be run on dedicated 
servers, and everyone will have 
an equal playing field. While 
Hawken is on the fast-paced 

side of the mech game scale, 
there are definitely faster-paced 
shooters out there. 


What about a dedicated 
spectator mode and 
functionality for e-sports 

fans? We have a feeling this 
game could potentially > 


WE HOPE THAT 
HAWKEN WILL HAVE 
A STRONG PRESENCE 

IN THE E-SPORTS 
COMMUNITY 


be huge in the competitive 
gaming scene. 
This is an area we are looking at, | 
can't say yet exactly what the game 
will support and when. We hope 
Hawken will have a strong presence 
in the e-sports community. 


How many game modes and 
maps will make it into that 
open Beta client come release 
on 12/12/12? 

Our plans on game modes are to 
release with Siege, Deathmatch and 
Team Deathmatch, and one other 
team mode. | actually don't know 
the exact count of maps that will 
make the initial release, but we will 
have several maps and update the 
game with more. 


Adhesive Games seems 
really receptive to the idea of 


Aree embracing new technology, 
PAY-TO-WIN I5 with Gaikai and Ouya being 
SOMETHING talked about fondly by the 
THAT WE REALLY studio. Other than PC, are there 
WANT TO AVOID any other platforms you're 
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currently looking to bring 
Hawken to? 

Right now we are entirely focused 
on bringing Hawken to the PC. After 
12/12/12 we will look more closely 
at other platforms. 


What sort of items will players 
be able to buy from the in- 
game store? Are you conscious 
of how wary players are of the 
‘Pay-to-Win’ culture? 

Pay-to-Win is something we want 
to avoid, and we realise gamers 
take it seriously. We are still finalising 
what we will sell, but we are 
concentrating on selling variety, 
such as variety of gameplay with 
new mech types and also purely 
visual customisation. Additionally 
you will be able to earn points for 
many things just by playing the 
game itself 


We know melee weapons 
are more of a Japanese mech 


~ he 
ee ie 


staple, but is there any hope 
of getting massive swords, 
hammers and scythes into the 
game? Maybe even a flame- 
thrower perhaps? 

(Laughs) | wouldn't bet on any of 
those things, they are not really 
Hawken style. | suppose there's 
always hope though. At the very 
least we will experiment with some 
closer-range attacks and see what 
happens from there. 


What sort of long-term plans 
do you have for Hawken? 

We definitely want to be around 
for at least a few years if not more. 
With the free-to-play the hope is 
to build a game that people will 
keep playing, and to do that we 
will keep supporting the game 
after 12/12/12 by adding new 
things like mechs, weapons, 
game levels, and game modes 
for as long as possible. m 
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HI DEF VIDEO 


NCSOFT’ ARENANET 


©2010-2012 ArenaNet, Inc. and NCsoft Europe Ltd. All rights reserved. NCsoft, the interlocking NC logo, ArenaNet, Guild Wars, Guild Wars 2, and all associated logos 
and designs are trademarks or registered trademarks of NCsoft Corporation. All other trademarks or registered trademarks are property of their respective owners. 
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PUB: CODEMASTERS Bigger, better, faster, more... 


DEV: CODEMASTERS 


BIRMINGHAM - ow do you sum up the high-detail rendering of one of the 
LAST GAME: Fi 2011 evolution of a new entry grid’s fantastic four-wheeled machines 
ETA: 21ST SEPTEMBER in an annual franchise in and much clearer menu options. 
just 10 minutes? That was the Apparently a lot of gamers didn't 
A . scenario we found ourselves in as know about all of F7 2011's different 
1 appointments ran over (as they tend game modes, but now there's no 


to do) at Gamescom. Unsurprisingly — room for confusion with five different 
Paul Jeal Game Director for F1 2012) options available — Career, Quick Race, 


@formulal game 
aor F1 2012 is a finalist in this 
F: year’s Golden Joystick Awards, 


ro Best Racer category! couldn't manage it with this year's Championship, Champions mode and Pm 
@T4RG4 edition, which from the appearances Season Challenge. Jeez, five of the 4 * a 
a eemeees §—at least isan entirely different beast 10 minutes are already up and we've . i 
a lot longer than you think! to last year’s game. only talked about the main menu. This MOTE 


@codemasters First up is the revelation that F7 appointment is going to overrun... y 
eam §— 2012 has gotten rid of the garage Accessibility seems to be the 
iiiedeleme § aesthetic thatmadeupthemenus name of the game this year with the . 


for the previous two games which —_ previously revealed ‘Young Driver's 
allows even the newest of players Test’ component, acting as a bona 

to see exactly what the game has fide tutorial. This mode introduces the 

to offer from the start with absolute — complications of Formula One from 
clarity. Now when you boot up the the ground up, answering questions 
game, you're met with a beautiful like, what's DRS? What's KERS? How > 


TWEET US @GAMERZINES 


SN 
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does qualifying work? Where should a chore to steer as they used to be in 


you tweak brake balance? The 
importance of tyre temperatures? 
Why does Hermann Tilke keep 
getting hired to design new tracks? 
You know the really important stuff 
that every Formula One aficionado 
should really know. 

The test is multi-tiered with 
completion of the first element 
unlocking HRT, Lotus and Marussia 
for use in the career, and the next 
test goes into more of the finer 
details, unlocking more teams for 
competition in a sequential fashion 
governed by team ability. 

What's really interesting is that the 
career side of things seems to have 
been left alone this year, allowing 
Codemasters Birmingham to focus 
on the game's core racing gameplay 
including Al behaviour and how to 
translate steering wheel movements 
more accurately to the controller. 

In previous years players were 
expected to use the gamepad 
axis as they would a real steering 
wheel, but this year Codemasters 
Birmingham has added a subtle 
modifier to that movement which 


really tight corners, like the Bus Stop 
chicane at Spa. Instead the control 
method anticipates the degree of 
turn you want to make, rather than 
merely trying to translate the stick’s 
full movement from left to right. 

It’s acomplicated system and 
one which we struggled to grasp 
completely, but it isn’t an option 


“We hope we get 
to recreate Hamilton 
bashing Massa 
out of the way 
at Silverstone” 


which can be switched off in the 
driving aid menu. That isn’t to say 
the new system is intrusive however, 
as Jeal pointed out to us out that 
the help is so subtle that players 
won't notice it initially. Instead what 
they'll conclude is that those sudden 
moments of rear-end grip loss in 

last year’s game are now much 

rarer (even on worn tyres), with 

the handling model most easily 


means cars are no longer as much of described as a mixture of F7 2071 
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and F7 2010. We only had a brief 
spin with both the steering wheel 
and a gamepad, but we can attest 
that the new handling model does 
feel upgraded, however we'll need 
more time with it to come up with 
a conclusive opinion. 

At this point the presentation 
was rocketing into the 30 minute 
range, mostly thanks to us 
badgering our host with questions. 
Are backmakers easier to overtake 
now? Yep, they get out of the way 
in amuch more understandable 
fashion. Is there still that problem of 
cars slowing down suddenly in front 
of you during qualifying? Yep that's 
fixed. That's all good to hear. 


MAKING IT PERSONAL 
The rest of our time was taken up 
finding out about the new Season 
Challenge mode which streamlines 
five year's worth of career content 
into activities set around each circuit 
on the F1 calendar. You'll change 
teams, rise in status, and even win 
world championships. 

This new mode is joined by 
Champions mode, which are set 
around each of the former world > 
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champions currently appearing in 
the F1 roster — that's Schumacher, 
Hamilton, Raikkonen, Button, Vettel, 
and Alonso. We sampled Raikkonen’s 
challenge which involved us 
assuming the role of his team- 
mate Romain Grosjean during the 
closing stages of the Belgium Grand 
Prix, with us trying to track down 
the ‘Flying Finn’ with better tyres 
and only a few laps to go. These 
challenges are supposed to give you 
an impression of the driver they're 
linked with, but honestly we really 
weren't feeling it. 

The last new feature is the 
addition of hot lap videos for 
every track with in-game footage 
and commentary from former F1 
driver and long-time Codemasters 
collaborator, Anthony Davidson. 
Hot lap commentaries have been 
seen in racing games before, but 
we were genuinely taken aback by 
the quality of the videos which not 
only give you a clear indicator of the 
ideal line, but also gear selection 
and speed for every corner on the 
Formula One calendar. We see 
these kind of video segments in 
every F1 broadcast, be it via Sky 


or BBC, and having them in F7 2012 
gives proceedings a big stamp of 
authenticity. We found ourselves 
learning things about tracks that 
we've never comprehended before. 

FI 2012 is avery different kind 
of evolution to F1 2017. That 
game focused on providing an 
authentic take on the ‘Be the 
Driver’ philosophy, which spurred 
development of this franchise 
previously. This year that all changes, 
with a more accessible approach to 
the world’s most popular motorsport 
discipline (at least that’s what Bernie 
tells us), and a more bite-sized 
approach to game design. 

Career mode is still here in all its 
pomp and detail, but supplementing 
that experience are activities which 
are designed for brief 30-40 minute 
gameplay sessions, unlike the hour or 
more you needed before. 

Expect a considerably more 
detailed review of F1 2012 next 
month. This really is the year that 
Codemasters have to prove that the 
nature of Formula One necessitates a 
yearly game release, and for the good 
of the sport we really hope that they 
can pull it off successfully. m 
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: axis are the Dreamworks —_ for decline. Only the 2012 version of : | cme 
LAST GAME: DARKSPORE |; or deci | i — anal 
ETA: FEBRUARY 2013 Interactive of the games SimCity is much more welcoming if? ‘ ‘ 7 dh 
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Landmarks from across the world will feature, and 


the Brandenburg Gate looks stunning! 


that the game tells you as much, but 
hey that kind of malice is what god 
games are all about, right? 

What impressed us the most 
about SimCity though, was the way 
Maxis are using different view modes 
to communicate data. Place down a 
power plant and youll see electrical 
orbs darting quickly throughout 
the city in the energy overlay, 
easily allowing you to see where 
more power is needed. The same 
goes for the sewage network in its 
own overlay, only the ‘brzzt’ of the 
electrical orbs are replaced by the 
slightly disgusting squelch of brown 
orbs. Emergency services also have 
their own specific overlay, so you can 
see coverage holes easily, whether 
youre talking crime, healthcare or 
firefighting. Holes can be plugged 
either by establishing new facilities 
or adding new modules to buildings, 
like a new pole to the firehouse in 
order to quicken response times. 

All of these elements are 
communicated in an easy to 
understand and charismatic fashion 
which just begs you to dial time up 
to x4! only to realise that SimCity’s 
colourful exterior doesn’t mean that 
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this franchise has gotten any 
less punishing. 

Fires soon erupted all over our 
metropolis as we've overlooked 
opportunities to sweep away 
derelict buildings, and costs soon 
spiralled out of control as we tried to 
make every adult and his dalmatian 
a member of the fire department. 


“SimCity is just as 
complex and 
rewarding as it’s 
always been” 


The real goal of this demo 
though, was to show SimCity’s new 
connected world in action, as next 
to our PC were half-a-dozen others 
—all running through the same 
scenario with an ultimate victor 
determined by who accumulated 
the biggest population count. 

We didn’t win, but we were 
impressed with the competitive 
potential hidden in the online 
interface. Regional challenges, 
world challenges, and a real-time 
commodity price index all go 


Maxis’ trademark humour is alive and 
well in SimCity. Is that a superhero we 
see here? Our city certainly needed one. 


together to make the most of the 
new connected network. 

Will this functionality silence 
the ‘online all the time’ haters? Of 
course not, but in an increasingly 
connected world it only makes 
sense for SimCity to follow this 
design route, with your city’s 


activities effecting your neighbours. 


Add that focus to the regular 
introduction of new content 

via challenges and you have an 
experience which will determine 
once and for all who is the best 
major wannabe in your local area 


and beyond. Our hands-on proved 
conclusively that SimCity is just as 
complex and rewarding as it has 
always been, only now it has a 
more enticing interface and likeable 
atmosphere borrowed wholesale 
from The Sims. 

We're pleased to see that Maxis 
are playing to their strengths, and as 
ong as they invest enough in 
network infrastructure to make its 
more audacious online plans 
function properly, we can see no 
reason why SimCity won't be an 
eye-opening success. i 
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Criterion bring their ‘A’ game 
A: much as we love the last cars off the road in order for them to 


PUB: ELECTRONIC ARTS 
DEV: CRITERION GAMES 
LAST GAME: BURNOUT CRASH 
ETA: 2ND NOVEMBER 


game to sport the Most appear in your garage, but still the 
Wanted name, mostly lineage is clear. 
because of Clarence ‘Razor’ Callahan, Incidentally, causing enemy cars 
vv ‘ } we had to admit that we were to crash is still called a ‘Takedown, 
disappointed when we heard and the game does everything it 


@needforspeed Criterion was the developer working can to keep you racing by having car 
Paice denMdaseye on this year's Need for Speed. Make selection, event choices and online 

ie awemenieete §—§ mo mistake, this isn’t any kind of diss’ play all accessible by a menu in the 

@maanaybhai against what is possibly the UK's top-left of the screen while allowing 
Ceksioewemenme finest racing game developer, it's just you to keep racing. 

SUITS ceoipialte Sere) that... well, we'd prefer them to be We're beginning to sound like a 
faa celia frome working on another Burnout. broken record, so we won't say that 
= http://post.ly/8fMfv Burnout Paradise is still one of this is like a certain game title with 

our favourite crash, bang, wallop five syllables, but you know what we 

Glomshifc ne backeround (OSS of all time, so imagine our mean. We've not sure why Burnout 

‘ity in the backgroun : . : . 
aimee §§ Surprise when we discovered that Paradise has become such a dirty 


Need for Speed: Most Wanted feels just — word over the past half decade but 
as enjoyable and jam-packed with Most Wanted takes the majority of its 
content, albeit with the benefits of good ideas and expands on them, 
Frostbite 2 and Autolog 2.0. culminating in a new and incredibly 
Sure, Most Wanted uses only real- exciting experience. 
world cars in true NfS tradition but Progression in the single-player 
the entire game revolves around its = componentis driven entirely by 
open-world, with events you can exploration, with events introduced 


drive and warp to, a devastating by increasingly bizarre cut-scenes. We 
damage model and cars you unlock — saw an ‘Ambush Race’ event where 

by simply discovering them out the player car spawns inside a multi- 

in the wilderness. That's Burnout storey car park, surrounding by cop 
Paradise folks! Oh sure, you don't cars, some suspended from the walls 
have to ram freshly discovered in true David Fincher fashion. After > 
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Criterion have peppered Most 
Wanted's open-world with plenty 
of billboards to bust through. 


The visual aesthetic of Most Wanted 
certainly reminded us of Michael Bay's 
work, with roads lightly sprinkled with rain 
and the sun stuck in dawn mode. 


Police employ roadblocks and 
other mechanisms to catch 
you out during chases. 


the cinematic to set the mood, the 
abjective requires the player to race 
away from the cop cars any way 
they can. This particular escape 
involved racing to the top of the car 
park, jumping off and heading to the 
one of the many cooldown spots 
spread throughout the city. 

Next up it was our turn to grasp 
the controller, and rather than 
doing the same experience twice, 
we took part in some multiplayer 
which again felt very reminiscent of 
a certain game from 2008. Basically 
us and six other players were placed 
in the same game online and were 
all directed to a certain spot on the 
map, where we all took part in a 
‘Speedtest’ event. Here there's one 
speed camera on the map and you 
have the entire game-world to clock 
the fastest time in 90 seconds, with 
as long a run-up as we liked, with the 
ultimate winner being given more 
Speed Points than any other. 

Unlike Burnout Paradise (hurray!) 
there are two separate progression 
mechanics in Need for Speed: Hot 
Pursuit, one for single-player and one 
for multiplayer. In multiplayer, Soeed 
Points are king, all of which govern 


which cars and respective mods 
you unlock for vehicles, whereas in 
single-player everything is unlocked 
from the start — you just need to go 
out there and find it. 

The Speedtest mode was a blast, 
with players jostling for position and 
the fastest racers hunting down 
others to ensure they don't beat 
their score. The handling mode 
in particular has a really accessible 
and enjoyable feel, with cars more 
than happy to be put into tail slides, 
although we only got to drive the 
beautifully sporty BMW M3 Coupe. 

As soon as that event ended 
we were requested to all drive 
to another spot on the map, the 
location of a drift challenge. Again 
this activity inspired a healthy 
amount of competition with 
everyone pulling drifts underneath 
a cooling tower with an extremely 
slick surface thanks to being covered 
by fetid rainwater. 

Both of these activities took place 
in quick succession and were bite- 
size enough that you felt compelled 
to keep playing, especially as there 
was no way to know what what task 
was going to come up next. 


It’s worth noting that any 
billboards you smash or driving feats 
you perform, be it impressive jumps, 
drift, top speeds, or anything of that 
ilk, is tallied up and reported on by 
Autolog 2.0, so you don't need to 
do anything twice. This melding of 
both single-player and multiplayer 
makes the separation of car 
collection between the two modes 
come across as even more bizarre, 
but hey, CallofDuty has shown that 
players need a palpable feeling of 
progression to stay interested so 
perhaps the deliberate withholding 
of content is our fault due to buying 
Modern Warfare 1, 2, and 3 in droves. 

The more we think about it, Most 
Wanted and Burnout Paradise share a 
lot of attributes whether, so perhaps 
the combining of the two core in 
this latest Need for Speed is natural. 
Mixing great intense police chases 
with an open-world that’s just 
begging to be explored sounds just 
perfect to us. If you're looking for a 
new driving paradise, we strongly 
believe Need for Speed will be your 
ticket this November. We'll be 
counting the days until we can play 
some more. 
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Strength in numbers 
Te isn't a multiplayer War of the Roses does feel a bit 


PUB: PARADOX 
INTERACTIVE 
DEV: FATSHARK 
LAST GAME: KRATER 
ETA: 2ND OCTOBER 


shooter out there more loose at first with the directional- 

viscerally violent than War based swing dynamics taken a 
of the Roses. There, we've said it. while to get used to. The delicate 
Between slashing each other's strafing battles which form a key 
fleshy forms, and dramatic part of the game's melee-based 
finishing moves which involve combat look a bit comical at first, 


@awarofroses players pinning their foes down but then you witness the majesty 
What will your Coat of Arms ; f 
be in the pending War of the and viscously stabbing them of a well-timed stroke for yourself 
repeatedly in the face, Fatshark and see your prey quivering on 
ian) erarylscontased hasn't sanitised medieval combat __ the floor waiting to be finished 


‘Sei in any way whatsoever. Instead off — before one of his mates 
they've painstakingly recreated the comes along and skewers you in 
Ware ce oss ees feel of hand-to-hand combat ina __the chest, revives his ally and then 
9 Thanks for your support! manner which makes their 32 or 64 promptly puts you out of your 
man online arenas feel authentic misery — and you finally get the 
breil ones and ever so slightly terrifying. game's appeal. 


ine tre cetrenclgeeehe Each swing from the Halberd, This isn’t a theatre where one 
soli eels dle each thrust from the sword; soldier can rule all, instead tearm 
ar VT 4D tm everything feels as though you've _ play is absolutely essential as big 


taken a step back to the 15th skirmishes soon turn into what 
century battlefield the game is can only be described as chaos, 
set in, with bowmen sniping each but then that’s medieval combat. 
other from afar and steel-clad Picture some of those epic battle 
warriors clunking towards each scenes from Braveheart and you'll 
other in dozen-strong ballets get an idea of what we mean — it’s 
looking to score a lethal blow. And — the wrong time period of course, 


that isn’t even taking into account —_ but it'll do as a frame of reference. 
mounted combat, or the cheeky To balance out this frenzied 
one-fire pistol to take enemies combat there are more civilised 

out — which unfortunately wasn’t choices like rolling out as a 

available to sample in the Beta. Crossbowman who's able to > 
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The XP system is very similar to Battlefield. 
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We spent a surprisingly bulky 
amount of time fine-tuning our 
coat of arms - silly yet fun. 


pick players off at range with a 
few accurate arrows, or one swiftly 
delivered to the head, but then 
these medieval snipers are easily 
quashed at close range, with only a 
pithy dagger to defend themselves. 
It's worth noting that any 
character class, be it Footman, 
Crossbowman, Longbowman or 
Footknight is fully customisable 
with dozens of different weapons 


“In sheer adrenaline 
terms alone 
War of the Roses is 
hard to beat!” 


to become proficient in, but for at 
the start of their career, players only 
unlock the most basic customisation 
options with others becoming 
available as you earn XP. 

We played on two maps 
altogether, one set in the courtyard 
of a castle with high walls, so 
bowman can take out foolhardy 
attackers from below, and the 
other was set in an unassuming 
field lined by farmhouses further 


than the fences. Both perfectly 

suit the combat, with victory only 
determined by who has the higher 
death count, Lancaster or York. 

Competitive multiplayer 
experiences are two-a-penny 
nowadays, but Fatshark has found 
a theatre of war which other 
developers have long shirked away 
from, yet here it really works. 

For purists this multiplayer 
experience may be a bit too mad- 
cap with the revive system ensuring 
that those with the numerical 
advantage usually win skirmishes, 
but in sheer adrenaline terms alone, 
War of the Roses is hard to beat. 

To round off this delicately poised 
combat there's also an offline mode 
with bots, so you can understand 
the minutiae associated with 
blocking and countering in a more 
controlled environment, and there's 
a coat of arms creator so you can 
ensure your armour stands out on 
the battlefield. 

Fatshark clearly has a great 
fondness for this tumultuous period 
in English politics and after you've 
spent a few rounds with War of the 
Roses, we suspect you will too. ™ 
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PUB: 
DEV: 
LAST GAME: 


The MoH Warfighter single- 
player reminds me a lot of Act 
of Valor. | like that. Getting 
personal with the characters :) 


Call Of Duty Black Ops 2 or 
Medal Of Honor Warfighter? 


All packed and ready to hit PAX 
PRIME in the mouth, and play 
the hell out of some 
@medalofhonor Warfighter :-) 


TWEET US @GAMERZINES 


The usual assortment of weapons 
can be found in Warfighter, all of 
which are customisable, 


No guts, no glory 


ith CallofDuty going 
all future warfare on us, 
it’s only natural for EA 


and Danger Close to be ‘bigging 
up’ Warfighter's authenticity angle. 


With help from former Spec-ops 
members forging events in the 
single-player campaign, some of 
which are inspired by real-world 
events, this commitment to accuracy 
is something to be admired. Yet 

for our hands-on session, Danger 
Close decided to focus on one of 
the game's new multiplayer modes, 
dubbed Homerun. 

Taking cues from CounterStrike, 
Homerun is a stripped down six 
versus six mode which places one 
team as the attackers trying to steal a 
flag from the base of the defenders 


on asymmetrical maps, during rounds 
which only last a few minutes with no 
respawns for either team. That simple 
formula leads to combat flourishes 
that are blisteringly fast-paced, with 
a second of fire often causing your 
fleshy form to falter. Teamwork is 
absolutely paramount in this mode, 
as is good communication, and the 
maps are so small that if you know an 
enemy squad hasn't passed by your 
side of the map in one round they're 
probably assaulting the other. 
Matches in this mode consist of 10 
rounds, with either team swapping 
roles after five rounds. This match 
setup isn’t novel, but the points 
system helps to dial up the intensity, 
with two points awarded for a flag 
capture and one point for a successful 


— 


Some weapons even have 
dual sights for double the 
combative potential. 


defend by wiping the other team. 
10 rounds only took 20 minutes or 
so to get through, but we were on 
edge the entire time, hoping that 
we weren't going to be the guy that 
screwed up matters for our team. 


MODERN WARFARE 

The core gameplay still feels quite 
Battlefield-like with modern weapons 
kitted out in scopes, underslung 


grenade launchers and regular sights. 


Each of the four different classes play 
up to the archetypes as you'd expect 


Zine vewsierter: ¢ 


— Heavy Gunner, Spec-Ops, Sniper, 
Demolitions, Pointman — but each 
can be kitted out in a build which 
suits you best. 
There isn’t much room for 
innovation in the military shooter 
genre, but Danger Close seem to be 
giving it a fair old whack, with modes 
that are interesting while not 
compromising their aim of Warfighter 
being a respectful nod to the heroism 
of choice military forces. We'll find out 
whether they've achieved that goal in 
a matter of weeks. m 
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SACE STARS 


Formula One goes all ‘chibi’ 
S™ F1 fans on what is for all — drivers pointing and winking at 


PUB: CODEMASTERS 
DEV: CODEMASTERS 
BIRMINGHAM 

LAST GAME: Fi 2011 
ETA: NOVEMBER 


intents and purposes a Mario —_ each other joyfully, before donning 

Kart clone is quite difficult, their helmets and zooming off into 

VV 2 especially when that game happens _ the distance in their tiny cars. The any damage, be it via power-ups at other drivers. DRS, Wet Weather, and 
to appear on PC. Yet when we got kid-friendly description is apt really, or getting hit from behind, causing Teleport options are in there as well, 

et aoaet ace i round to seeing F7 Race Stars in as this experience has been clearly carbon fiber to fly off lessening your —_ all of which sell the safer side of F1. It’s 


Fath CRE In Cologne last month we couldn't designed with families in mind. top speed. A brief tour through the these kinds of knowing jabs which 
help but fall in love with ita little. The | Events don't last more than afew laps _pits remedies that, as driving through ~~ make Race Stars amuch more attractive 
nsssliniela tet races involve competitors shooting and the Al rubber bands to ensure all the yellow auto-fix area replenishes proposition than we expected. The 
eee em DOWET-ups at each other on radically competitors no matter their skill level your energy, a la F-Zero. reimagining of circuits is the feature that 
gees re-imagined takes of circuits on can enjoy competing. Every tear and The power-ups are a great gets us most excited about this game, 
Reise the real Formula One calendar, driver are represented in-game, but example of Race Stars‘ good-natured = with Hockenheimring featuring parts of 


today, then | saw the new 


BtecceeeeoMms § vith an art style whichcanonlybe races only accommodate 12 cars. humour with the inclusion of ‘The the circuit, the Autobahn and a bridge 
egamlguesduens described as ‘Pixar-like’ Safety Car to slow down the front of —— over the Rhine. 
Must stop calling Fa Race Race Stars is a lot like what your SWING AWAY the pack, The Fizzing Bottle Rocket In sheer oddity terms alone, Race 
though it’s a better name. five-year old sister thinks Bernie Yet despite all of this simplicity which coats your car in golden Stars will be worth keeping an eye on, if 
Ecclestone’s multi-million dollar Codemasters Birmingham has champagne making it go faster,and only to see how they parody Vettel’s 
baby should be like, with caricatured — snuck ina damage system with Yellow Ricochet Bolts which are fired — Victory Finger. m 
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DARK SOULS: PREPARE fig) 
TO DIE EDITION 


Never has a subtitle been so apt... 


et's get this out of the way... didn’t do their part to increase that | gamepad, yet despite all that, the 
ie Le Souls on PCisone ofthe arbitrary limitation, with an INI and _ innate brilliance of Dark Souls still 
laziest ports we've played in DLL file. Adding those small 3K files shines through — an RPG which 
DARK SOULS recent memory. Sure it’s stable with transformed Dark Souls intoa more __ tips the traditional life/death 
j no crashes or funny issues disrupting palatable experience, but really it balance completely on its head 


gameplay, but at first glance the shouldn't be up to the community —_to create an experience which is 
hard-as-nails RPG won't win any to cover the backs of the publisher/ —_ unlike any other. 
beauty prizes. The native resolution developer, because really all they've As a member of the undead 
is capped at an ungodly 1280x720 done is the minimal work necessary —_ horde, players are dropped into 
which means if you want to play to get this game to market. You'd the world with only a brief 
16 anything above those dimensions think that 70,000 gamers pleading cut-scene to introduce their 2 
=n : (which are fresh from 2001) you'll with From Software andNamcoto — underclass status before creating A 
NAMCO BANDAI have to put up with pixels doubling release this game on PC would a character, choosing a class, skills 
FROM SOFTWARE up on each other which creates a encourage them to invest the extra and appearance and then setting 
Ses) s\py\0e; | smudged look on characters, effort, but alas really all they've done _ off into a world that's dark, 
HEAVY ARMOR environments and, worst of all, text. is the bare minimum. foreboding and absolutely hates 
Aen At least that would've been this The framerate is capped at 30 you and most likely your friends 
story ifthe game's doting community — and the controls are only fit for a and family as well. 
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, Level 
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y, Attunement 
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Select a parameter to boost 


HP 659 

17 Stamina 98 

0 Equip Load 54.0 

R Weapon 1 110 

14 R Weapon 2 20 
14 1 L Weapon 1 67 
14 tL Weapon 2 20 
14 ©) Physical Def 122 
12 %” VS strike 122 
14 #4 = VSslash 125 
10 s ” VS thrust 120 
8 ee Magic DEF 88 
®* Flame DEF 101 
P ¥ Lightning DEF 79 


Death is an eventuality in Dark 
Souls, with vague objectives 
requiring you to explore castles, 
graveyards and wide open areas 
with no mini-map or NPC to guide 
you. Instead you occasionally meet 
other adventurers on the trail, but 
really all you're doing is meandering 
from one boss fight to the other, 
exploring every nook and cranny for 
more loot and souls, (the only 
economy component) to become a 
better warrior. This liberal attitude 
to game structure creates an 
unnerving yet addictive atmosphere 


~~ = s f) +160 
1172 


ES ppc. 2 x 
be) Poise 30 30 
98 Bleed Resist 
.” Poison Resist 

Curse Resist 43 43 
20 # \tem Discovery 


Attunement Slots 3 3 


as you never really know what's 
coming next. Bonfires act as 
checkpoints where you can level up, 
save your progress and refill potions, 
but for the most part you're moving 
from one battle to the next, 
inevitably dying and respawning 
with all your loot intact. Leaving 
your character to dust his/herself off 
and try again, now with the 
knowledge of what to expect. 

Yet oddly these repeated slaps in 
the face don't lead to you putting 
down the controller. If anything it 
compels you on further, as you inch 
towards your goal, getting closer 
with every life span. The campaign's 
innate loneliness is alleviated 
whenever you come across player 
scripbles on the floor, which most 
of the time hint at future enemy 
ambushes, trader locations and 
our personal favourite ‘Not far 
from Bonfire’. Even though the 
world hates you, the community 
feedback sprawled on pathways 
in red golden lines motivates you 
to carry on, and as you find certain 
noteworthy items, you too can 
create your own instructions from 
alist of canned responses. This 


y 


dynamic makes this single-player 
experience seem connected, like 
you really are part of an interlinked 
effort by gamers the world over to 
conquer this relentlessly challenging 
gaming experience. 


“Combat hits 
the sweet spot of 
being empowering 
yet cutthroat” 


Dark Souls is a punishing game, 
but it isn't an inherently unfair one. 
No system sums this up more than 
the game's action-orientated combat 
which no matter your specialisation 
— be it Thief, Warrior, Ranger etc. - 
you have the tools to cause serious 
damage. However the windows of 
opportunity are 
small and 
enemies, even 
meagre ones, can 
often cut you 
down ina few 
well-timed hits. 
Combat hits the 
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FINAL 
VERDICT 


Full of lots of daring new ideas 
Ridiculously difficult and frustrating at times, but ultimately rewarding 
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sweet spot of being empowering 
yet cut-throat, and seeing as you 
need to be on your toes for every 
skirmish, battles with groups, 
knights or monsters never feel 
dull or routine. 

Games spoon-feed progression 
as if it's a right rather than a 
privilege, but Dark Souls turns that 
modern conceit on its head, 
creating an experience where 
players will need to replay sections 
again and again to learn more 
about the game. The result of that 
strife is that victories over dungeons, 
enemies or bosses are the sweetest 
to be had in the entire RPG genre, 
and those times keep you going 
over the 60-hour running time. Dark 
Souls will kick you in the balls, but as 
in all things in life, the harder you 
work the sweeter the rewards feel. 
Just play it, you won't regret it. m 


A lazy yet functional 
port of a weird and 
wondertul RPG 
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HERO 
ACADEMY 


The iOS classic comes to PC 


PUB: 


DEV: 
LAST GAME: 


RRP: 
Ag 
AVAILABLE FROM: 


the poorer, dimmer cousin of PC 

gaming. In place of nuanced 
experiences which take hours to 
master are cutesy bite-sized games 
which are only supposed to entertain 
until you get off at the next bus stop. 
Hero Academy is the absolute antithesis 
of that idea, but dismiss it at your peril, 
as this impressive competitive turn- 
based strategy game features deep 
gameplay, charismatic animations and, 
most crucially, cross-platform play 
between PC and iOS. 


[ t's easy to look at mobile gaming as 
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» > There are five teams available, 
some of which require a separate 
purchase, but the Team Fortress 2 


| fellas steal the show. 
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The formula is simple: two teams 
compete on a 5x10 board to either 
kill the other team or destroy their 
crystals. Each player spawns a finite 
amount of units, each of which has 
their own set of unique abilities, be it 
shooting from afar, devastating 
hitting from up close or being able 
to revive fallen allies. The easiest 
comparison we can make is that Hero 
Academy is a bit like chess, with each 
piece able to perform different feats, 
but it's about how you use them that 
counts. To further complicate things 
there's also different power-ups 
which can heal and destroy enemy 
units, and specific squares on the 
board can provide extra protection 
or buff attacks. 

Needless to say the gameplay is 
deep, but what would you expect 
from a team of developers who used 
to work on Age of Empire? Turns are 
split into five different actions, be it 
calling in reinforcements, moving a 
unit, attacking a unit or deploying a 
power-up. After your turn is done, 
your foe makes his or her move and 
you repeat this process unti 
somebody wins. 

Sounds simple right? It would be 
except you never know if you're 
playing a person on iOS or PC, so 
matches can vary from being over in 


an hour, to lasting for days as you wait 
for your opponent to either find time 
to compete or get a better network 


“Robot's release 
easily excuses its paltry 


asking price” 


connection. You can have at least a 
dozen different battles going on at 
any time, but it's still really frustrating 
to have matches unresolved from days 
previous clogging up your play bar. 
You could resign of course, but why 


and their abilities, but after they're 
done you kind of just have to move on. 
Overall this is an experience to play 
in the background for an occasional 
distraction while you're doing 
something else. Yet when that turn 
comes around you'd better be 
switched on as one false move often 
can cost you victory. Robot's release 
easily excuses its paltry asking price 
with clever gameplay and a good 
online infrastructure. Sure it may look 
simple, but Hero Academy will happily 
swallow up any time you devote to it, 
just be prepared to be twiddling your 


should you be penalised for the lazy thumbs on occasion. = 
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E> Cheap, cheerful and surprisingly deep 
=) Games can literally last hours while others can go unfinished 
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Sadly, you've reached the end of this issue. What would you like to do now? 


@ Exit this issue and go and download another magazine? 


g Exit. @ Read the free MMO Games magazine now! 
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news for gamers 
http://www.n4g.com/ 


News 4 Gamers is a news website written by platforms including PlayStation 3, Xbox 360, 


gamers for gamers. Each story is submitted — Wii, PC, DS, PSP and more. game down 
by amember of the community and ranked When you read a story on N4G, you can patti 
by popularity. You can comment on each click to go straight out to the full story 
article, and even if you're not a fully fledged source, making this the ultimate gaming = peau cerblogs 
writer, you can submit news tips for items news site, because it gives you access to the 
you've seen elsewhere on the web! stories from all the games sites on the web, 
The site has sections for all gaming rather than just its own. 
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